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on Graph Maker 


Pcie Make a bar graph or a pictograph and print it! Choose from 30 
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of how many students in your school like ice cream, or graph 
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Crickety Manor 

Someone is trapped inside spooky Crickety Manor! Can you find 
him? Walk through the house. You will meet ghosts. You will 
find clues and secrets. If you get all the way up to the attic, you 
will find a big surprise! 
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Math Ani-Mall 


The store owners at the Math Ani-Mall need your help! They 
don't know how to make change. You decide how many quar- 
ters, dimes, nickels and pennies to give each customer in change. 
If you are correct, the kangaroo, parrot, fish, soli other animals 
will be very happy! 
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The Case of the Garden Plot 


Your name is Micro and you are a robot! This issue's “Micro Mys- 
tery” is called The Case of the Garden Plot. Someone snipped the 
flowers off of Iris’ petunia. Who did it? You must read a story, 
look at a picture, and answer questions to find the answer. If you 
are correct, you will receive a reward. 
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Equipment You Need 
1. Monitor or TV 


2. 64K Apple Il Plus, /le, llc, or IIGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 


Loading Microzine Jr. 
1. Open the disk drive door. 
2. Hold the disk with the label end facing you. 


3. If you have a3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want E 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
slowly with the label facing down. 


4. Close the drive door. 


5. Turn onthe computer and monitor (or TV). 





6. If Microzine Jr. does not appear on the screen, turn the computer 
off. Turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up 
correctly. 
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Using the Microzine Jr. Hand 


You will use the Microzine Jr. Hand icon in most of the features in this 
issue of Microzine Jr. Use the arrow keys or |, J, K, M to move the 
Hand. Type ? or choose Hand Tutorial on the "Microzine Jr. Guide" to 
learn how to use the Microzine Jr. Hand icon. 





The Microzine Jr. Guide 


The "Microzine Jr. Guide" lists the Microzine Jr. features ina 
collection of boxes. Each box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. A list of items inside that box will appear. Use the Hand again 
to point to what you want to do. For example, if you point to the box 
labeled "Letters" and press Return, a list of the letters in this issue of 
Microzine Jr. will appear. Use the Hand to point to the letter you want 
to read, and then press Return. 
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What You Will Find 


There is more than one way to show numbers! Graphs are pictures of 
numbers that you can read. 


With "Graph Maker," you will design and print pictographs and bar 
graphs. Choose from 30 pictograms, or pictures, and 10 different 
patterned bars to make your graphs. Make your own graphs and 
share them with your classmates. 


Copy "Graph Maker" 


You may make copies of "Graph Maker" to use as backup disks or to 
share with your friends. Choose "Computer Stuff" from the 
Microzine Jr. Guide on Side 1 of Disk 1. Choose Copy a Program. 
Follow the instructions to copy "Graph Maker." 
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Printer Setup 


"Graph Maker" will ask if you have a printer. Ghagée Yes if you have a 
printer. Choose No if you do not have a printer. 


lf you have a printer, you need to tell "Graph Maker" about your 
printer setup. The program will display the options for printing. They 
are Done, Printer, Card, Slot, and Line Feed. 


PRINTER SETUP 


Please tell Graph ede — tape 
of printer gt Ps Niigata Then 
Choose DOME t 


rT ed Cane 
@ Printer: Apple Det Matrix (OP) 
@ Card: Apple Serial 


@ Slot: 1 
@ Line Feeds: On 





Done: Choose this option when you are done telling "Graph Maker" 
about your printer setup. 


Printer: Choose this option to select a printer. Use the arrow keys or 
|, J, K, M to select the correct printer. ? 


Card: Choose this option to select a printer interface card. Use the 
arrow keys or |, J, K, M to select the correct printer interface card. 


Slot: Choose this option to tell "Graph Maker" which slot your 
ai interface card is in. 3 


Line Feed: Choose this option to turn the Line Feed option on or 


off. "Graph Maker" assumes that you want the Line Feed option 
turned on. Use the arrow keys or |, J, K, M to select On or Off. 
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What is a Graph? 


A graph is a number "picture." It is a way to show information that can 
be counted. It is easy to compare numbers with a graph. | 


There are two lines on agraph. The lines are called axes. One axis 
runs from side to side, along the bottom of the graph. The other axis 
runs up and down along the left side of the graph. To read a graph, 
look at the information going across and up and down on the graph. 
Putting this information together gives you the complete picture! 


3 

| 
a. 

) 

| 

) 24 ICE CREAN CONES EATEN 
| 


AXIS 





VANILLA COFFEE 
cHoc 


AXIS — 
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In "Graph Maker" you will make bar graphs and pictographs. A bar 
graph has bars of different heights. The height of each bar stands for 
a number. The numbers are shown on the up-and-down axis. 
‘Labels along the side-to-side axis show what each bar stands for. 


ICE CREAN CONES EATEN 


Press RETURN to continue. 





Pictographs use pictures to show information. The pictures are 
called pictograms. A pictogram can stand for one object, or it can 
stand for more than one object. The scale on a pictograph tells how 
many objects each pictogram stands for. In "Graph Maker,” the 
pictograms will appear in up-and-down columns. 


ICE CREAM CONES EATEN 


SCALE 
CSS 
1 pictogran 


Press RETURN to continue. 
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Pictographs also have labels. The labels show what is being 
compared. 


To read a pictograph, read the labels and count the pictograms. 


A pictograph can show part of a pictogram. If each pictogram stands 
for one object, half of a pictogram stands for half an object. If each 

_ pictogram stands for 10 objects, half of a pictogram stands for 5 
objects. 


SCALE 
savices Sei aay 
1 pictooran 


VANILLA 
CHERRY 


Press RETURN to continue. 





Moving Around in "Graph Maker" 


Use the arrow keys or I, J, K, M to raise the bar or column of 
pictograms on your graph. Use the arrow keys or, J, K, M to move 
the box on the Pictogram and Bar screens. 


"Graph Maker" MAIN MENU 


After you tell "Graph Maker" about your printer setup, you will see the 
"Graph Maker" MAIN MENU. "Graph Maker" has two functions or 
things you may choose: INSTRUCTIONS and MAKE A GRAPH. Use 
_ the arrow keys or I, J, K, M to point to what you want to do. 


INSTRUCTIONS 


Choose this function to read instructions for "Graph Maker." 





10 Student Handbook 





ee 


MAKE A GRAPH 


Choose this function to make a graph. "Graph Maker’ will ask if you 
want to make a bar graph or a pictograph. 


Choose Make a Bar Graph if you want to make a bar graph. Choose 
Make a Pictograph if you want to make a pictograph. 


You will make your graph on the GRAPH SCREEN. "Graph Maker" 
will ask for information about the parts of your graph. The cursor will 
point to each part of your graph on the GRAPH SCREEN. 


1. "Graph Maker’ will first ask for the title of your graph. Type in the 
title of your graph and press Return. Your title may be up to 30 
characters long. Use the Delete key or the ~— key to correct 
your mistakes. 


For example, you want to make a graph that shows how many 
vanilla and chocolate ice cream cones were eaten by your class. 
The title for your graph might be: ICE CREAM CONES EATEN. 


ICE CREAM CONES EATEN 


VANILLA 


Press RETURN to continue. 





2. If you are making a pictograph, "Graph Maker" will ask how many 
objects each pictogram stands for. 
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For example, to show that each ice cream cone pictogram stands 
for five ice cream cones, type 5. You will see the words "1 
pictogram = 5" onthe screen. That means that one ice cream 
cone pictogram equals five ice cream cones. " 


ICE CREAN CONES EATEN 


SCALE 
ea) 
1 pictogran 


q 


VANILLA 


Press RETURN to continue. 





If you are making a bar graph, "Graph Maker" will need to know 
what numbers to show along the left side of the graph, on the up- 
and-down axis. "Graph Maker" can figure out these numbers if 
you type in the highest number you will use on your graph. 
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For example, the highest number of ice cream cones you will 
show on your graph is 20. Type in 20. "Graph Maker" will number 
the up-and-down axis so you can graph up to 20 items. 


Hove the flashing bar to the 
height you want and press RETURMH. 





3. Then choose the first pictogram or bar for your graph. 


If you are making a pictograph, choose a pictogram from the 
Choose a Pictogram screen. 
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These are the pictograms you may use: 
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GIRL 





78 = 

=x 

<— 
KITTEN LADYBUG 
STAR 
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CHECK MARK X 


SNEAKER KITE 
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SACK 
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RAIN 
CLOUD 


ICE CREAM 
SODA 
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PENCIL 





TRIANGLE 





lf you are making a bar graph, choose a bar from the Choose a Bar 
screen. There are 10 bar patterns you may choose. 


4. Now show how high you want the bar or column of pictograms to 
be. Use the arrow keys or |, J, K, M to move the bar or pictogram 
column to the correct height. Then press Return. 


For example, your class ate 10 vanilla ice cream cones. Each ice 
cream cone pictogram stands for five ice cream cones. Press the 
Up Arrow key until until two ice cream cone pictograms appear. 
Then press Return. 


ICE CREAM CONES EATEN 


SCALE 


Presi ASO hacer) 
1 pictogran 


VANILLA 


Press RETURN to continue. 





5. Continue until you are finished putting objects on your graph. 
You may have up to six bars or pictogram columns on your graph. 


6. Press Esc. "Graph Maker" will ask if you want to See Your Graph, 
Change Your Graph, Print Your Graph, or Make a New Graph. Use 
the arrow keys or |, J, K, M to choose. Then press Return. 


See Your Graph: Choose this to see what your finished graph 
looks like. 
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Print Your Graph: Choose this to print your graph. Make sure 
your printer is turned on and the paper is properly aligned. Press Esc 
to stop printing your graph. This option will only appear on the menu 
if you told "Graph Maker" you have a printer. | 


Change Your Graph: Choose this to change your graph. The 
cursor will move to each part of your graph. Press Esc at any time to 
tell "Graph Maker" you are done making changes on your graph. 


The cursor will blink next to the first letter of your graph title. 


lf you want to change the title, type in the new title. Then press 
Return. If you do not want to change the title, press Return. 


lf you are making a pictograph, the cursor will move to the words 
"1 pictogram = 5." If you want to change how many objects each 
pictogram stands for, type a new number. If you do not want to 
change the number of pictograms, press Return. 


If you are making a bar graph, the cursor will move to the highest 
number you used on your graph. If you want to change this number, 
type the new number. If you do not want to change the number, 
press Return. 


The cursor will move to the name of the first bar or pictogram column. 
lf you want to change the name, type the new name. If you do not 
want to change the name, press Return. 


The Choose a Bar or Choose a Pictogram screen will appear. If you 


want to change the bar or pictogram, choose a new one. If you do 
not want to change the bar or pictogram, press Return. 
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A flashing bar will appear at the top of the first bar or pictogram 
column. If you want to change the height of the bar or pictogram 
column, move the flashing bar to the new height. If you do not want 
to change the height of the bar or pictogram column, press Return. 


"Graph Maker" will ask you about the other bars or pictogram columns .__ 
in your graph. Continue to answer the questions until you have 
made all the changes you want in your graph. 


Make a New Graph: Choose this to make a new graph. When 
you start a new graph, the screen will clear. "Graph Maker" will ask if 
you are sure you want to erase your graph. If you want to erase your 
graph, select Yes. If you do not want to erase your graph, select No. 


When your graph has been erased, you may start your new graph. 
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What You Will Find 


A mysterious voice cries out for help as you walk by spooky Crickety 
Manor. Who can it be? You must find out! 


You will wander through Crickety Manor searching for the voice in the 
attic. You will find objects and clues that will help you. Be on the 
lookout for ghosts and secret stairways! 
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Moving Through Crickety Manor 
In this story, you are the icon below. 





i 
Ta 


ss ae 


al in ee 
sithantinesnitoameace: 


You are the star of the story. 
You decide shat to do and where to go. 


Press RETURN to continue or ESC to quit. 


Type these commands to move through Crickety Manor: 


« W for Walk: Type W to walk in the direction you are facing. 


You will keep walking in that direction until you type a different 
command. 


If you are walking and come to a down stairway, you will 
automatically walk down the stairs. If you don't want to walk down 
the stairs, type J to jump over the stairs. (See "J for Jump," below.) 


Z for Zip (Walk fast!): Type Z to zip through a room. 

S for Stop: Type S to stop walking or running. 

Ror — for Right: Type Ror —» to turn right. 

Lor ~< for Left: Type Lor ~— to turn left. 

C for Climb: Type C while you are walking to climb a stairway. 

J for Jump: Type J while you are walking to jump over something. 


T for Take: Type T and the name of the object you want to take. 
Then press Return. 


For example, if you want to take a key, type T KEY and press 
Return. 
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¢ Ufor Use: Type U and the name of the object you want to use. 
For example, if you want to use a key, type U KEY. 


¢ | for Inventory: Type I to see a list of all the objects you are 
carrying. Press Return to go back to the story. 


¢ ? for command list: Type ? to see these commands at any time. 
Press Return to go back to the story. 


Correcting Mistakes 


lf you make a mistake while typing, press the Delete key or the 
~— key to backspace over your mistake. 


Four Ghosts 


There are four different versions of this story. In each version there is 
a different ghost in the attic. 


Each time you read the story, the program will ask if you met a ghost 

_ inthe attic. If you did meet a ghost, type the ghost's name. If you did 
not meet a ghost, the program will begin with the first version of the 
story. 


Helpful Hints 


Look on the back of the "Crickety Manor" poster. You will find a 
map that we drew for you! Keep track of the rooms you visit as you 
move through Crickety Manor. Did you find a secret stairway? Draw 
iton the map! 


The floorplan of Crickety Manor is the same in all four story 
versions. 


Keep a list of the things you find in the rooms. 
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AN I-MALL A Simulation 








What You Will Find 


Welcome to the Math Ani-Mall, the only shopping mall in the world 
with animal store owners! 


There are 10 shops in the Math Ani-Mall. Each shop sells a different 
product or service, like toothpaste or boxing lessons. You'll help the 
customers figure out how many quarters, dimes, nickels, and 
pennies they need to buy what they want. 
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How the Game Works 


You are in charge of the money in all the shops in the Math Ani-Mall. 
You will help the animal store owners figure out how much change 
their customers need to buy things. Since you are the only cashier, 
you have to serve as many customers as you can in each shop. 


The Math Ani-Mall has three floors. 


O CUSTOMERS SERVED 


0 CUSTOMERS LOST 


ARETE EI PO LITLE TEE TRE TAIL DE TE ELIT IE OSE TREE OTE IID i 
Use arrows to walk and ride elevator, 
SPACE BAR to enter a shop, ESC to quit 





You will be selling these products and services: 


Product: 
Boxing lessons 
Rulers 

School supplies 
Pajamas 
Crackers 
Rattles 
Tuxedoes 
Speed-reading lessons 
Haircuts 
Toothpaste 
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Shop Name: 


The Punch 'n Judy Shop 

The Measure for Measure Boutique 
Sea-Plus School Supplies - 

The Purr-fect PJ Boutique 

Polly's Place ; 

Shakes, Rattles and Rolls, Ltd. 

The Elegant Bird Boutique 

The Once Upon the End Shop 
The Hair Today Gone Today Salon 
The Grin and Bear It Shop 





Customers Served 


In the top left corner of the "Math Ani-Mall" screen you will see how 
many customers you have served. 


Customers Lost 


In the top right corner of the screen, you will see how many 
customers have left the Math Ani-Mall since the game began. 


Moving Around in Math Ani-Mall 
Use the arrow keys or I, J, K, M to move around in Math Ani-Mall. 


Entering a Shop 


To go into a shop in the Math Ani-Mall, walk to the shop door and 
press the Space Bar. 


In the shop, you will see the product for sale, the cost of the product, 
and a list of coins. For example, go into the Purr-fect PU Boutique. 


F  OURRC REET [Micustoners u MAITING 


: 
i 


paeeicc: 


= 2 
Hid 


My . 


i Ns 
PINICKELS =| 
ESE S 


ainda ibid Ac adnate 
Welcoue to 


Purr-fect PJ Boutique © 


To start working, press s. 
| To read instructions, press i 


MIU eM Le Re Nt nD { 
Press ESC to leave shop. 





When you enter a shop for the first time, you have two options. You 
may press I to read the instructions or you may press S to start 
working. 
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READ INSTRUCTIONS 


Press I to read the instructions. 


START WORKING 


Press S to start working. Figure out how many coins the customer 
must use to buy the product. 


i EMO TOTAL fi 


i purr-FecT | LACUSTONERS WAITING] 
fo PAJATAS <a 
Nn See yy) 3 

Ed cost 

| | | Pe 2 


i ! | 
Mh 


1 [533] QUARTERS | 
{! 
! 


Bjomes 1 ee 
P| MICKELS 
PIPENMIES | 


tay OH nya Ud in mY on ay Os vat un ae a This , ATT HL 
OVATE RRA a ae tiaddatt 


ie 


You're ‘the cat's pajamas! Better 
get to the next Custoner. 


: ED UG OT Oro see MLE Wupun 
SPACE BAR serves Customer , 





The Number of Coins 


Look at the cost of the product. It is located in the upper left corner 
of the screen. Beneath the Cost box is the Total box. 


Now look at the list of coins below the Cost and Total boxes. 


You must figure out how many quarters, dimes, nickels, and pennies 
/ the customer needs to match the cost of the product. 
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Next to the names of the coins are boxes for you to type the number 
of coins needed. Type a number and press Return. The cursor will 
move to the next coin. 


TRAN AT RAG A OLS me ge oe a oe Pes ia ts Pye pay tit Ue 


PURR-FECT [2 CUSTOMERS WAITING 
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To change a number before you press Return, use the Delete key or 
the ~— key to backspace over the number. Then type the correct 
number and press Return. To change a number after you press 
Return, just move back to the number and type the correct number 
over the incorrect number. 


When you press Return, the total amount of money you've chosen 
will appear in the Total box. 


When the amount in the Total box matches the amount in the Cost 
box, press the Space Bar. 


If the number of coins you selected does not match the cost of the 
product, the program will tell you to check the numbers. 


When your total is correct, the program will congratulate you. 


When you have helped all the customers in the shop, the program 
will tell you to go to another shop. 
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Warning Messages 

As you work, customers will enter and leave the Math Ani-Mall. When 
this happens, warning messages will appear on the screen. For 
example, when there are eight customers waiting in Polly's Place, 

- you will see the message, "8 customers are getting antsy in Polly's 
Place." 


You can either go to the shop the message tells you about, or 
~ continue working where you are. 


Ending the Game 

Customers will leave the Math Ani-Mall when the shop they are 
waiting in gets too crowded. When the tenth customer enters a 
shop, all of the customers will leave. 


No matter how fast you work, some shops will get too crowded and 
you will lose customers. But don't worry! New customers will come to 
the Math Ani-Mall, so there will always be someone who needs your 
help. ? 


The game is over when 50 customers leave the Math Ani-Mall. 
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You are a robot named Micro and you love to solve mysteries! When 
you get to school, you see that all is not rosy at the school Garden 
Contest. 


The blossoms have been chopped off your friend's plant, and it 
looks like someone did it on purpose! 


What You Will Find 

You will read a story and use a magnifying glass to uncover Clues ina 
picture. Then you will answer questions to solve "The Case of the 
Garden Plot." 


Student Handbook 27 


ee ee ee ee 








"Micro Mystery" MAIN MENU 


"Micro Mystery” has two functions, or things you may do. They are 
INSTRUCTIONS and THE CASE OF THE GARDEN PLOT. 





INSTRUCTIONS 


Choose this function to learn how to solve "The Case of the Garden 


POL. 


THE CASE OF THE GARDEN PLOT 

Choose this function to solve "The Case of the Garden Plot." The 
mystery is divided into three parts: the Story, the Picture, and the 
Questions. 





The Story 


Read the Story to learn the facts you will need to solve the mystery. 
Type P to see the Picture. Type Q to answer the Questions. 


The Picture 


Look at the Picture and try to find clues. Type S to read the Story. 
Type Q to answer the Questions. 


C for Clues 


Type C to search for clues in the Picture. A magnifying glass will 
appear. , 


Use the arrow keys or |, J, K, M to move the magnifying glass over 
each object in the Picture. Then press Return. 


Clues will appear at the bottom of the screen. 
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The Questions 
Answer the Questions to solve "The Case of the Garden Plot." 


lf one or more of your answers is wrong, the program will ask you to 
type in the number of the answer you want to change. 


FINAL QUESTION 

When all of your answers are correct, the program will ask you one 
final question. 

Answer the final question to solve the mystery. If your answer is 


wrong, the program will ask you if you want to try the final question 
again. Type Y for Yes, or N for No. 


When you answer the final question correctly, the program will ask 
you if you want to compare deductions. Type Y for Yes, or N for No. 


You will then read the final story screens. Good luck! 
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What You Will Find 
"Computer Stuff" has two functions, or things you may do. They are 
COPY APROGRAM and INITIALIZE A DISK . 





COPY A PROGRAM 


Choose this function to make copies of "Graph Maker." 


The program will ask how many 5.25-inch drives you have. Use the 
_Hand to choose 1 or 2, and then press Return. 
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Remove any write-protect tabs from the "Graph Maker" disk. The 
program will tell you to put the "Graph Maker" disk in Drive 1. If you 
have two 5.25-inch drives, the program will also tell you to put a blank 
disk in Drive 2. 


Follow the instructions to put the "Graph Maker" disk and the blank 
disk in the drives. When the program has finished making a copy of 
"Graph Maker," it will say "Done!" 


You now have a copy of "Graph Maker" to use as a backup disk or to 
share with your friends. i 





INITIALIZE A DISK 


Choose this function to initialize a data disk. Use the Hand to choose 
INITIALIZE A DISK and then press Return. 


The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to "NEXT." Press Return. 


The program will tell you to put the disk into Drive 1. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to YES or NO, and then press 
Return. 


The program will initialize the disk. Then the "Computer Stuff" list of 
functions will appear. 


You now have a data disk. You may use it for any Microzine Jr. 
feature that requires a data disk. 
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GRAPH ryt 
A Classroom 
MAKER Publishing Feature 


DIFFICULTY LEVEL: Difficult, Average, Easy 





VOCABULARY PREVIEW: pictogram, pictograph, bar graph, axis 


SCHOOL ACTIVITIES 

MATH/SOCIAL STUDIES: Have students work together to design a 
simple survey that asks for the opinions or the likes/dislikes of the 
class. Have students administer the survey. The teacher or a few 
students can tally the results of the survey. Then have each student 
graph the survey results using "Graph Maker." 


For instance, students might want to find out the favorite foods of 
their classmates. Or, they could take a poll to see how many of their 
classmates take a bus or walk to school each day. 


Students can also graph information from another subject they are 
currently studying, such as weather. 


LANGUAGE ARTS: Have students write a description of the graphs 
they create, and interpret their results. 


ART & DESIGN: Have students color their bar graphs and 


pictographs, using color, where appropriate, to further explain the 
information shown in the graphs. 
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HOME ACTIVITIES 


MATH/SCIENCE: Have students keep track of the weather every 
day for one month and then graph the number of sunny, cloudy, and 
rainy days. 


MATH: Have students graph how they spend their free time (how 
many hours a day they watch T.V., talk on the phone, play sports, 
etc.). 


ART & DESIGN: Have students make their own bar graphs and 
pictographs on paper. 


They can draw their graphs on graph paper and use crayons or 
markers to color them. 
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CRICKETY a: 
MANOR Agrettare 


DIFFICULTY LEVEL: Difficult, Average, Easy 





VOCABULARY PREVIEW: mu rky, chute, muffled, invisible, 
microwave, inventory, cobweb, wringer, termite 


SCHOOL ACTIVITIES 


LANGUAGE ARTS: Have students write a description of their 
favorite room in Crickety Manor. The description can include what 
the room looked like, what happened when they visited the room, 
and why they liked that room best. 


Have the class sit in a circle and tell a haunted house story together. 
Start the story with two or three sentences. Stop in mid-sentence 
and point to a student to continue where you left off. Have each 
student add several sentences to the story. Continue around the 
room until every student gets to add to the story. 


MAPPING: Have students complete the map activities on the back of 
the Microzine Jr. poster. 


ART & DESIGN: Have students add another ghost to Crickety 
Manor. In which room do they imagine the new ghost to be? 


What is the ghost doing? Does the ghost give a clue for finding the 
attic? , 


Give each student a piece of drawing paper. On the top of the page, 
have students draw a picture of the room with the new ghost init. On 
the bottom of the page, have students write a short description of 
the new ghost and how it fits into the story. Students can exchange 
their illustrations and display them on a bulletin board. 
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HOME ACTIVITIES 


ART & DESIGN: Have students draw a picture of their favorite room 
in Crickety Manor. Encourage them to use their imagination to add 
details to the room decor. 


Hints on solving “Crickety Manor:" 
To play the 4 different versions: 


Ghost Name = Version A: DOT 
Version B: CLIVE 
Version C: ROSE 
Version D: CLARENCE 


To get into the attic: 


Password = Version A: PLAY 
Version B: DUST 
Version C: BOOK 
Version D: HELP 


In the Parlor, take the valentine (T VALENTINE). Give the valentine to the sad ghost in the Library 
(U VALENTINE). He will give you a key. Use! spe key in the Toy Room (U KEY). 


_ Inthe Sewing Room, take the sauce al SCISSORS). Use the scissors to prune the plant in the Greenhouse 


(U SCIPPe ny) 8. 


In the Food Cellar, take the bottle(T BOTTLE). Give the bottle to the baby ghost in the Baby's Room (U BOTTLE). 


In the Pool Room, take the boat:(T BOAT). Give the boat to the ghost in the Bath Room (U BOAT). 
In the Kid's Room, take the marble (T MARBLE). 
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MATH 
AN [- MALL | A Simulation 





DIFFICULTY LEVEL: Difficult, Average, Easy 
VOCABULARY PREVIEW: cashier, tuxedo, customer, boutique 
SCHOOL ACTIVITIES 


MATH: Set up a general store in your classroom with play money 
(bills and coins). Students can take turns as customers and 
storekeepers. The storekeeper decides what each item costs and 
makes change for the customers. Have the customers check to 
make sure their change is correct! 


WRITING: Have the students play a game naming animals. Forma 
circle and have the first student name an animal beginning with the 
letter A. The second student should name an animal beginning with 
the letter B. Continue throughout the alphabet. If a child cannot 
name an animal with the letter he is supposed to use, have the next 
child try to name an animal with that letter. If the next child is able to 
name that animal, the first child is out of the game. If the second child 
does not come up with an animal name using that letter, both 
children stay in the game. 7 


WRITING/ART & DESIGN: Have students design and draw their own 
shops for the Math Ani-Mall. Have students name their shops and 
write a short description of the animal that runs the shop and what is 

. sold there. Have students present their pictures and stories to the 
Class. 
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HOME ACTIVITIES 


Have students play "Math Ani-Mall" in pairs, or in teams, with each 
student or team scoring a point for finding the correct solution to a 
problem. , : 


WAITING: Have students make a list of animals not used in ANI- 
MALL. (The ANI-MALL animals are: turtle, rabbit, bear, penguin, 
snake, parrot, cat, fish, inchworm, and kangaroo.) Have them identify 
real or imaginary traits of the animals on their list and decide what type 
of store would suit them. For instance, an elephant might be a good 
bookstore owner since his good memory would help him remember 
titles and authors. 
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DIFFICULTY LEVEL: Difficult, Average, Easy 


VOCABULARY PREVIEW: petunia, prune (noun and verb), zinnia, 
blossom, trophy, plot (noun and verb) 


SCHOOL ACTIVITIES 


READING: Encourage students to solve the mystery by deducing 
who the culprit is from the clues in the story. Suggest that students 
list every fact they learn about Herb, Violet and Prunella by reading 
the story carefully and studying the picture. These facts are known 
about the culprit: the culprit cannot spell "petunia" correctly, is 
wearing muddy shoes, and knows a lot about gardening. Any of the 
three who is missing one of these traits can be eliminated, revealing 
the true culprit. This list will also help students answer the oe 
at the end of the program. 


LANGUAGE: Discuss with students the puns found in "The Case of 
the Garden Plot." (Explain that a pun is a word with a double 
meaning.) For example, plot can mean the plan for a story anda 
piece of land. Have the students come up with other words that have 
double meanings. 


ART: Have the students draw pictures of their home gardens, or an 
imaginary garden. They can draw as many plants as they want to. 


SCIENCE: Have students research and write a report about one of 
the flowers in the story and how to care for it. 
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HOME ACTIVITIES 


WRITING: Have students write a short essay about themselves as 
Micro, the robot. Encourage them to answer the following questions 
in their stories: besides solving mysteries, what else does Micro 
enjoy doing? How old is Micro? As a robot, what special skills does 
Micro have? 





WRITING: Have the students write a different mystery, with Micro as 
the detective. The mystery should have several characters and one 
culprit. Have them write up Clues and a list of questions that will help 
solve the mystery. They can even draw a picture that will provide 
visual clues. | 
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